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Pengenalan benda di lingkungan sekitar bagi anak tunagrahita termasuk penting untuk 
menanamkan kemandirian belajar. Namun pada kenyataannya proses pengenalan benda di 
lingkungan sekitar masih termasuk terbatas dan hanya dilakukan dalam bentuk manual. Hal 
tersebut menghambat bagi guru dalam mengenalkan benda di lingkungan sekitar maupun 
siswa dalam memahami materi yang disampaikan. Dalam penelitian ini memiliki tiga tujuan 
yaitu mendeskripsikan pengembangan game edukasi mengenal benda di lingkungan sekitar 
sebagai upaya penanaman kemandirian belajar bina diri anak berkebutuhan khusus : siswa 
tunagrahita berbasis android, mendeskripsikan kelayakan serta mendeskripsikan keefektivan 
game mengenal benda di lingkungan sekitar bagi anak tunagrahita. Subjek pada penelitian 
yang dilakukan kali ini adalah guru SLB dan siswa tunagrahita, sedangkan objek penelitian 
ini materi pengenalan benda di lingkungan sekitar untuk siswa tunagrahita. Metode penelitian 
yang gunakan dalam penelitian ini adalah metode RnD dengan model pengembangan 
ADDIE. Hasil penelitian yang didapat dalam penelitian ini adalah pengembangan program 
dalam game ini menggunakan software game engine Construct 2.0. Tingkat kelayakan game 
edukasi Mengenal Benda di Lingkungan Sekitar mendapatkan hasil “sangat layak” oleh ahli 
media serta “layak” oleh ahli materi. Sedangkan keefektifan game edukasi ini dilihat dari 
perolehan skor rata-rata dari empat siswa yaitu 70, dan dapat dikatakan efektif. Berdasarkan 
peningkatan dalam lima aspek, yaitu waktu, konsentrasi, motivasi, keterlibatan siswa dan 
hasil belajar/ evaluasi dalam menggunakan game edukasi ini, maka game edukasi “Mengenal 
Benda di Lingkungan Sekitar untuk Anak Tunagrahita” dapat dikatakan efektif. 
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The introduction of objects in the environment for mentally retarded children is important to 
instill learning independence. However, in reality the process of recognizing objects in the 
environment is still limited and only done in manual form. It is against teachers in 
introducing objects in the environment around students who discuss the material presented. 
This study has three objectives namely to describe the development of educational games to 
recognize objects in the surrounding environment as an effort to improve the self-learning 
development of children with special needs: Android-based mental retardation students, 
describe the feasibility and describe the game effectiveness, find out, find out what is being 
sought, looking for children mentally disabled. The research subjects carried out this time 
were SLB teachers and mentally retarded students, while the object of this study was the 
material recognition of objects in the environment around mentally retarded students. The 
research method used in this study is the RnD method with the ADDIE development model. 
The research results obtained from this study are the development of an in-game program 
using the Construct 2.0 game engine software. The feasibility level of the Knowing Objects 
in the Neighborhood educational game gets results that are "very feasible" by media experts 
and " appropriate " by material experts. Meanwhile, the effectiveness of this educational 
game is seen from the approval of the average score of the four students, namely 70, and it 
can be agreed that it is effective. Based on the improvement in five aspects, namely time, 
concentration, motivation, student interaction and learning / evaluation outcomes in using this 
educational game, the educational game "Knowing Around Objects for mentally retarded 
children" can be said to be effective. 
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